Take Cover. Take Aim. Take Over. 
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/IBOUT PHOTOSENSITIVE SEIZURES 

A very sntalf oercfifttage of people may experience a stizune wtien exposetf to certain visual 
fmag^E'S, including flasl^ing Nghls nr pdttem^that may appear in video games. Even people 
who hivt no iilssory of wizures or epiteps/ may have an undiagnos«] condiHon ih^ tan 
zaasi ihese 'pFVQSOsensttive epileptic seizures" wfiile vj^tcf^ing vkleo garrtej. 

These sftizurss may have a varieiy of symptorftt fncludirtg: Lightheadedness, aftensd vision, 
aye or face twitchlitg. jerking or sttikirtg of a?m$ or legs, disjonentation, cQnlus^iin, or 
momentary loss o! awareness. Seijurcs may also cause loss oi consciotisness or convulgiDrts 
that can lead to injury Irom tailing dov^n or striking neari^y otijects. 

Immediatflly step playing jnd eunsgit a doctor if you experience any of lliese symptoms. 
Parerrts shdulfi ivatch lor or ask their diildren atjout the above symfrtoms-clilldren aniJ 
tifinagefsaremoreiikelyttanadultstoeKperisncelhsseseiiiirgs- 

The t\sk of iihotas«{;shive epileptic sei^ui^ inay t>e reduced by: 

» srtlthB farther If jm the television screen, 

' usfng- 3 smaller televtsion screen, 

* pE^n^ in a v^l-lit room, and 

* not pfaying wtwn you are drowsy or latigued, 

H yoif or any ol your relalives hav« a history of seizunes or eF^ilepsy, consult a doctor betgr« 
playing. 

AVOID DAMAGE TO YOUR TELEVISION 

Do not use with certain televistdrii. Some lefevjsions, especially Iront-or rear- projection 
types, can be damaged if arjy video games, including XboK garrves, are piayed on ttiem. 
Static images presented during llie normai course of game play may 'bum in" to the screen, 
causing a penfnanettt shadovr of the sialic image to appear at alt times, even wtien video 
games are not being plaj'ficl. Simitar damage may occur from: static iniages created wh«n 
placing a video game on Jiold or pause. Consult your letevision owrter's mariual to determine 
rt video games can tie saJely playefl on youi set. It you are unable to find this informaiion in 
the owREt's manual, contact your television dealer or ttie manufacturer to determine if videc 
games can he played on your se!. 

OTHER IMPORTANT HEALTH AND SAFETY INFORMATION 

The Xbojs video garr.e system documentation contain j important safety and heallh 
information tiiat you Should read and understand before us.ing this sollware. 

Unauthorijed copying, reverse engineering, transmission, public performance, rentai. pay for 
play, or groumvenfion ot copy proteclion is strictly prohibited. 
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GETTING 
STARTED 



.' USING THE XBOX VIDEO 
GAME SYSTEM 

' 3, Set up vQurXbQv''" vidao same &y£t«ter bv hllowing the 
ir-strifctions in the XboK InsSrudson Manual. 

1 PrassthtpDWBFJiuerQn^nd ihs status mdscatdr light will li^h! up. 

3. Press Ihe eject buBEm sntf ihedisc tray will open. 

4. Place the SOULCAUSUR'll disc an tjie liisi tra/ vyith (Jie i^bel facmg up and 
close the d^iz tray. 

S- Follow on-s cr*ei i nstnrcilcns Snd refsT to this manuel f nr more inlarnvHtion about 
playing SOU LCALIBURML 




AVOIDING DAMAGE TO DISCS Oft THE DISC ORtVE 

To avoid damagetothgdiscsordiacdrive; 

■ Insert only Xbox-corapalible discs into the disc drive. 

' Neifer use Dddly shaped discs, such a3st8r-sh»p&dorhaart-.BEiapeddise*. 

• Dofiot Ieavt4<tis6 ittheXbOK canstils-for extended periotis when noiinifse. 
' Do net move t^e Xbox ccnsole wliilE' i^a pawec i£ on and a disc is jnsaeted. 

• Do not apply !ab els, stickers, J other (orei^n objects to discs. 



GAME 
CONTROLS 




USING THE XBOX GONTROIJE' 

1. Insart llie Xbos Controljer into any -cofttrotlef po^l " 
l!ia XhoK console. For mtiltipfe pisyo**, CtSisM^ 
Bdditiona! eonnoHers to w^ifable contrplfer irotS, 

2. Insert an^ ejipansion devtces (Sar example. Xboji MemDry Units) into 
contrallflr expansion sFots as app?Di}r>ate. 

3. Follow all on-scresn insirudlions a>td refer to this mafiual Sar more informatian 
sbcut usin-3 !hp XboJt Cnntrcjilar Lo ptay SOUiCAUSUfl'tl. 







Wax CDNTflOLLER S 

The folJDkN'ing is lh« default oomtf oiler seltip. Sarre buttons may be remapped in tha 
Optcns Menu. TwfO Donirflllers are necessary to. play VS Battle and VS Team EalJle Morfes^ 

SDULCALIBUFt'll casialso be played wflth the Xbtw Controller. The conirols f or tfie Xbo* 
CorUfcllBf are the same as forthe Xbos Contrrjlier S. 



Xbun&fl 



AbirttOfr 



Black tiutton 



Whhe button 
Left trigger 



Horizontal Strike (A) 

VerU cal Strike (BK 
Change outfits 

KicUK)/ 
CenoelSelettion 

GirardlGl/ 
Confirm menus 
and Dthsr selections 

Press AkE 
simultaneously 



Guard (G} 



niflhttrigger Press AiBtK 
simuitansDualy 

Oirectionel ped Chsrscter 
movement/ 
menu selectian 

Leftthumbstick Character 
movement/ 
menu selection 

STWT button Pi use game/ 

open pause menu 

BACK button Cancel SalectiDn 



STARTING 
THE GAME 

I Press the STAAT button et l(>e Title Screen and Uib 
Mode Selact Stwan uvill Appear. 

'' MODE SELECT SCREEN 

Tha hllawing c^Ea^crEas vvi1l appear in ^s Mode $«l8i^t 
ScroeniDriglnal, Wsapon M a Jtsr, am) Optrgris. Use the Dir^clfonal 
pad ar tho Left thumb^yck to selact a cata^Dry. and tha gjm« nadaa and subminvs 
under Gsch categcrywill appear on ths right sida aHha scragn. Seiaeta gams made 
or submenu with the DirectiaitBi peddle Let. thumhstic Land conliirmttis seiection 
usinft Urs A bunan, _,■ "* 

OIUGINAL 

This category inciudssUitfaliowing garawmoijas: 

ARCADE 

Fight egsinst CPU opponantsta clearthe gamfl. 

VS BATTLE 

A tiw-siiayer mode wh«re Pisyer 1 enri Player 2 can fight each ol^Bf. 

TIME ATTACK 

S«t naiA^a cords by e1aa ring allthtstagasa^ OvioSt^ves possible. 

SURVIVAL 

SetnewracordebydafsatingasmamyCPUopponanlsaapossittiewhiiahmdered 
wfth limited haalEh. 

TEAM BATTLE 

Ftinn a team with mulii pie chsract^rs and fight ifi rough Hie game asatsam 
jeli'iiiinafion maicJi), 

VS TEAM BATTLE 

Piaver 1 and Pleyeri c4n Team BatHe agiinst sath oiher. 

PBACTICE 

Practiee aath cha/actSf's mowes. 



STARTING 
THE GAME 

WEAPON MASTER 

CoJIec! numafous wea pons and clear varwusjl 
livhiie advenlufiitg throughout Use worid. 



OPTIONS 

Acce^ ttia Dptions Menu la cliange varicus gsniD a^rgs. Settings in tha Qptions 
Menu include Qame Settings, Contfolier Settings,. Ol^lBy SeRJngs, Sound Saltings, 
Records, Collection History, and Hard Dlsit 

ABOUT SAVING j, 

T^a dafiult setting far AutO Sftina <s ON^Bii to the Qptioits Menu to adjust Auto Save 
QptiijnsandialsctHard Disk. lrn3nJerJosfli«3HnieiSets,sel8« Hard DislihDmtfte 
Options M*nu. _^. j^*, 



^J^ 



^.:% ¥ 
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GAME SCREEN 



This secjjor will pwid? an ovsniflw of tfte strfttn 
f layout- 

^ "" BASIC SCREEN GUIDE 

This is the lavoutfor itis besii; screen. 
[a] TIME; When ihe dticli r^acties ^ero, tha fiSaysf with inore heaSth wins, 
d] CHARACTER'S NAME: DisEtlavsihe character's name. 
;c] KEAITH METER; Tlia gresn b^c indicates how much hesilh remains for the 



PAUSE MENU: Pfass the SlAfifT button at anytime during the oame to open 
ifiePauSSManu.SDmaaptionswiiinotbEavaiiBbferiependiitgpnlhemoiia.AisD.in 
Tim^ Attacit and ^urvivai Modes:, the Pause Menu is nut availeiil$. 

[£| CLOSE: Closes U(B window- ■ 

IZI COMMAND LIST: Qpans^th« Cotnmand'Usf Fartiia selected chaia'Cter, 

[^ OPTIONS; Open; a simpllFled Optinns Manu. 

[h} exit Resels the gsma back lathe TitiB Screen. 





CCWMAHOLBT 




PCHiflrmPtiuii 



GAME RULES 



ThissBcsion covers the canditionsfor visi 
basic rules sharad by all the gttme mcde 



HOW TO WIN ' . 

Attain Any «ne of the fallowini} cnnditiDns to win a single: rcund. 

WinninBamatch requires winnina a varying number of roui-^ds. Adjust the number ol 

rflunda raquirad to win a match in (fta DptitHtsMaiKi. 

KNOCK OUT 

Opponent's healEh is reduced In zero. 

RING OUT 

Opponent is knocked oirt oif the rsnj. 

TIME UP 

The characTer ivith mor# health whan time runs out, wins. 

DRAW & SUDDEN DEATH 

When adoLbla knack out Ibolh characters reach zero health simultaneouslyl er a 
ttaubla ring out IbQ^h chafacters knackadovta-fthcTiitgsimultaneouslvl Dccurs^A 
draw results. 

fioth $i(fesfeceive a point fgr the round al tills time. 11 bnii^i ciiaraoters: have tv^n the 
sam? number of rounds, and htrth sides reach Usa required number of fouiids won to 
uvinTttematchatthaiimetifiliedraw, them^tchgoeaintosuddandeath. 

GAME OVER 

Game Qver occurs when a match is lost In modes where (hero are rankings, such as 
SurvivaJ andTime Attack, qualifving jslayers are able to enter their names into the 
rankings. 

In Arcsde Mode, when Sims Over is reeched, a 
Contirsue Screan ippeafs. Press the START .|i 

buEigri ijelore the aoufildoyvn reaches iera to 
fronlinua playing- ~^ 




WEAPON 
MASTER MODE 



, Til is section covsfs ths stnB'ra\ How of Weapon 
^ Masler Mode. 

1. CHAPTER SCREEN 

WeapiDn Master Mode is diwdtd into several chaptsfs. Th« player 
proceeds Co new adventures. Ely ciesfiDB each i!( these cltapters. 

2. VVOKLD MAP 

In ttis World Map, tlie pEayar can mQV6-lie:lwean chapt«ns. Sfrlecting s cha^r opaivs 
thi! G4)apterMap. 

:i. c:hapter map 

In ordtrtQ claaMha ntissions in eat h chapter, cfiit^in conditions tnus-ttw.iriet- 
Oun^eons are also accessibJethrQUQhi Chapter Map$. 

4. BATTLE 

tHch stage, ntis$idr«, and batile mfi inciuda i 
va:i€ty Of Conditions, including these thai may 
chaciQe a character's status. 

5. MISSION CLEAR 

When tli^e conditiQn; for clearing e given Enissiori 
are me!, !ha MiMion Results Screen appears. If 
any items lA/era obtained, tltev ''vill also be 
indicated en this screen. By fulfilling the chapG^r 
clearing eanditions, new chapters become 
evil liable for the player to explore. 

ABOUT GOLD 

The cijrrency inthe vi'OHd of Weapon Master i? Called Gflltt.Thft player receives a 
certain irticiuntofGtild for each battle, regardless ofwhe>tier*e player wins or 
roses. Ttie pisyer can use Gold to buy vafieus etems, such as wee pens. Puf chase 
weapons at tha shops found within the Command Menu. To Ofien thf Comjnaod 
Menu, press the START button at she World Map/'ChaptarMapScraen. 






BASIC 
TECHNIQUES 



This section provides an Oven^tew ef basii; ma*^.irt 
SOULCALISUR'ik 

Wl niove commends and cont.rcis assume that the tharaui&r 
is facing rigt]t (standing on the tP side). 

BASIC CONTROL NOTATION 




CamttBfnf Sywbdt 



Directional ps dor 
Ijeftttiumbstlch 

Directional pad at 
IjerftUiumbstieli 



Holddireclfcn 



Press dir«cl;on quicltty 



Horizontal Strike 
VerticelStriko 



■ The arrows correspond Icihe iip,-dcwn, l«ft and ri^ht directiOAS of lh« Directional 
psiorLeftthumbsticlL 

' The Controller B uttons.e rebas«iJQnlli.edefaultsetjp, 

ATTACK ATTfilBOTE NOTATION ^ 

S^boi Msanms 

M Hlfh-lovel attack 

tuppBr-bodvattacit] 

M Mid-level atlacl: 
imid-ljody anack) 

L Low- level attack 

flowef-bodystteckl 

I UnblockBbie 

SM Special mid-leveiattacli 
^special mid-bcdy sKackl 

T Throw 

Stride ccmbined wilii i Dhnnw 

* Special «ciion 

! A stfiteihet breasts 
thecpponent'sguanif 

Ql ^u»rd Impacts the 
cppcneni's attack 

ST Stance /" 





BASIC 

TECHNIQUES 



, 8 WAV RUN 

f Tha a Wav Rwn is i ststem that iats th?' playar run in ah 
directions, aSlowing for a widar jrray «f moiyement. To do 

a(iaWavR:uninthaforMiajdd!reciiDn,«iiia;^Andthe 
chataeteriwillruflwhilflstillfacingllieDppDnentcharactar. ThiscanbeusetfOo 
dodge theoppDnBnfsattacfcs or toputHvapiaverinanadvanfa^eousjjDsitionfnr 
CDnrbaLThirBarsa^jomavfl^thjtcanQiiybaexacutaddurin^anS Wav E^un, 

■ The leftth(]iiiS>6tick ca;i be usarf W enter Ifie S^mg directional ccinlrol;s. 

• In Drder to use Die Directjonal pad: lo mava diagcnallVj pras^ tvna directions 
B[ ttie same time, fer instance, for the % direction, simLltaneDusty press right 
and down ontlie [)i^al:ti(Hla^pad. 

JUMP AND GUARD 

In O'tderto jump, hold G and '^,0, or ^, To guind end relreat or advanoe, hold G and 
#ar#. To guard «nd crouch, hold G 3nd#, 9. or 41. 

' Th« Uft IhuimbsticJi can ba usad to ftntet ^a iarnia diiactionaF ««ntfols. 

STEP IN/OUT AND SIDE STEP 

Playars 0^ n Stap In, step Ba ck Laft Sids step, and flight Side step- 
Step in: !!> 
Slap Back: <3 
Loft Side Step: O 
Right Sid 6 Step: O 

■ WlienthesharacterisNfingfightlftiindJngontiieiPside). 

THROW I 

TH R OWING TECHN IQUES . ' 

EnterA-iG or BtG while standing ctose to 9n ■'.. \\S *• -. 

opponent, tp throw them. I ' *•'■; 

ESCy^PIHG A THROW 

litOrdarlQ aseapean opponfinfsltinow, prass A ' 
againatanA+Gthrow, arBagainstaB+G throw i 
iustasltieopponantstsrtstliamnva. , ^ 



BASIC 
TECHNIQUES 



ATTACK ATTRIBUTES AN 
GUARD 

HIGH-LEVEL ATTACK (UPPER-BCDV ATTAC[f) 

Li^eloi asaifist standing opponents or opponent; iui^ig|t(nviird£ 
ih« plav#'- Use i St^ndins Guard lo deiejid or Croi^|^:4''^''^' 

M I D-LEVEL ATTACK { Ml D-B D D Y ATtjitCK ) 

Useful agemst both standing 4n(t ^nouchinfl opBfifiants. Use a StaniJing eirard to 
defend, birt not u CfOiicliing Guard. 

LOW-LEVEL ATTACK (LttWER-BODY ATTACK! 

Uselul against both starvdiirg and crouching apponants. Use a Crout^hing Guard tp 
delepdorJumptoevad*. 

SPECIAL MID- LEV EL ATTACK (SPECIAL MID-BODV ATTACKt 

UaaJul against bottv standing and crouching apponents. Usa a Standing or Crouchins 
Buard to daterd. 

NEUTRAL GUARD 

Set the Neutral Guard opijonto ON in the D:pt(WS Mapu sd tisal at/an if no buttons are 
pressed and nu connmand is enteted, tin? ftiaracter automalicaily guards against 
aiiacks. Howavef, ihis Jeature dees not gii&rd against low attacks [lower-body 
aBacksf and for combo atlaisks, onJy li^efiral hit is blocked. 

CO>JTROLS WHELE ON THE GROUND 

Gattip in i^Me: Press G. 

Flailing (orwaW w backwards to get up: Press iKlo ™i'ard) or ♦ (backward) 



Rolling sideway; to ge^up: 



Attaf^king while getting up: 



while on flie ground- 

Pf8ss # (towards the baet) or 
♦ ilowards the front! while On 
the ground. 

Press »n allacl; btdtton (A, B. K] 
whilftontha ground- 



S TAGGER RECOVERY 

Certaiii attacks can stun characters, causing them to lose their balance and 
temporarily he iinatela to move. In itiissftuatfon, pressing the Dir«ctional pad, the Left 
thumb^tick, oranyof the A,B, <, G repeated lyspeed* up racoviry. 



BASIC 
TECHNIQUES 



/ QUICK ROLL 

^X Cartam powarf jE attaclii tilt ihrciuu a chacactar up inra 
_ ■"'^ thaair. PfassGwIiileaifhDfnsloqLiicklyirocavefand return 
10 3 ready pDsiliQn, 

QUICK ROLL AGAINST WALLS 

Certain stages Fnclude Vf3\fs Ehat can also ba usad a$ pirt of jitatkj. Whan a 
character is sl^nuned against s wal], da tithes oE the iQtlp'iving in ordef id parform an . 
ul<:emi and re cover quicklv. 



Uhami off a wall by RoJiinS: Stdewavs: 



U^emi off a wall irv fiBll'ng Forward; 



Enter # 9r ♦ H3 roll w«rards the 
back or |h« front, 

Emt^r ^ Da roN towards the opponeni. 



AIR CONTBOL 

Use tha Directional pad or Hia Left diumbstickto coi^trol the landing poini during a 
juggle attack. 

GUARD IMPACT 

UseoneofthefallawingcominandsaltherightmoineMtDrepetaTpartvan 
opponenfj attack, This is called Guard Impact When suecassfuL both parfies ars 
i^iomantarily stunned. Tine player who successfully Guard Impacts is able to mowe 
first, and wiNthereiare have an advantage in the fight. Guard Impact is affective 
against almost every techninue, but there are a few exceptions, 

Rapal high- lava Muppar'body) or Prass 0*S in dma with tha o^panent's attack. 
mid'laval laiid-bodYl' attack. 



Parry fflid-leveHinid-body|ior 
low-level] lower-body) attack. 



Ptess <5*G in iirrie with th& ojipflnenfs attaek- 



REVERSE eUARD IMPACT 

When an attack is repellad or panieii by a Guard 
Impact, the player is in the tiisadvantageDus 
position of beiflg unabfe to attack or guard, 
Hffu'ever, if attacked v^hile still irarnobils/lhe 
player can use Guard fnvpact against the 
upponenL 




BASIC 
TECHNIQUES 




SOUL CHARGE 

A sharatter cfln focus eflargy, or "spfrif,''-., 

weaipion 19 lemporjrily jaisa its ttleeli p&ws^'Ffiii^ 

a SomI Chajgt. Jnlaash i Soul Chsrsa by ppessipis #il 

simuhaneousty. Depending cut yvhich iJuhQUis a»a Pg^Ml'i' '''o^ '°'*0r ws Of th« 

followiina 3 slaps of ttansfomnatiofi occur 'Wf\3"' 

SOUL CHARGE IVI 

Press G irrmediafely Jfter tiie Soul ChB<ga ii initiated and the player's weapon glows 
lirtwgrseit. Focusina afiargyean be quick, hutthe ahargftdoas not law long, 

SOUL CHARGE LV2 

■Fan attack is Eaunched alter initiating a Soul Charge, or if G is pressed saon 
afterward, t!)e weapon will glow greet). Some attacks are as powedul as Counter 
Mils and ihe charge lasts a iinle longer, 

SOUL CHAR&E LV3 

Fully focusing energy results in the weapon glowin'S blue, Nat only wilf attacks be 
much mono powerful, but some attacks are unblackabfe or guard^breat moves, The 
cherge also lasts tor a long lime . 

> A guand-break move is orsa thai breaks through an ojiponant'E fluard and 

creates a disadvantagoous situatioit fer lb« apponant, vdiare naithar attacking nor 
guardifieispossEblo, 



BASIC 
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f THE RELATIONSHIP BETWEEN 
^ VERTICAL STRIKES, 
HORIZONTAL STRIKES, 
AND 8 WAY RUN 

In addJilion tn the various ettgiti, tfafansivt Wchniquas, and sp siisl imaiws id 
SOULCAUQUR*!!, there i&the iripsrtite relationship hstiwgan liiB haste attacks 
(vertical auika, hofiionlalstTiSiel and S Way Run, 

VERTICAL STRIKE 

Venioil slrikas haw tlia abilrty to crush horizDntal strikes. Mfltch an tippDntnf'4 
h prijii ntal strike wiith astronaverticalslrikatDgainthtijpperhJncl. 

8 WAY RUM 

lJsetheBW»yRunt{i^Cii)g$vertlcat3tr)ke&. Hunb9)ilndop[Hinent3«ndMlawu|> 
with a powerful SttiCk. 

HORIZONTAL STRIKE 

Stop an appansEit's 8 Way Fjun with a hor'iiOiital' sErike. Slnca Ihs sppDnent Is funnlng^ 
thalFkellhoodofsFtunCounterislfialt. 
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StacayHirita 

PRODUCT MARKETING 
MANAGER 

Jim Atkis;5 

SPEC(Al THANKS 
LOCALIZATIDN lUSf 
Nobahjr* Kdsasiara 
Vojln ^■iki 
Raben Eirnta 
Gany Cola 
Berry Kan? 
Tskflshi Aki^siPf 
Tomefco Kondi 
Taktfuni ifvoiia 
Masanarl Kato 
Mayjmi Matsumiiita 
laiki iiamni^ 
Naaki kijijn /^ 
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SOULCALIBUR^ll 
ACTION FIQUR€S 



ne-i^reata all ihe ffghting 

action In three (tiitian£lon» with 

rtfew SOULCALIBUR'll action figures frort. 

NfltFarflafie Toys, Astarolh. lvy, VoWo, hiightiriare .i_).. 

and the McFsrlane-de^igned Mecrid, each ttunnlngly 
detailed with an included bas«. YojVo solBfi the be^t 
in gaming on ys-ur screen, row get Lhe tiisl in action 
Figures Uom McFarlane Toyb, In stores everywhere. 

SPRLun.cam Mcfarlane tovs r 

^^ •— i^— ■ ..^^. . . IT'S AH ATT IT UOE ^4= 

s^ujcaubur-s u &« KUKX) LJD tieoH Andveziiilswbicaiiv 



NAMCD'3 TOP SECRET INFO LINE 
1-90D-737-2262 

$.9iyininuls1(iraulDrn2lFd Ugiii. 

Sf.iSu'lntRUleler li^tftunseling. 

Pricing siiiijeci 10 change wlllii}ul nullts, 

Live Cemisetori jvaiiabit Sam-Sum Mondav-Friitay PaiiTic Tint. 

All the ^ecnets, tricks antl clieats! 

Unilfr 13, |tleas« have JKUr nsr^nl's permission. 
TSbCMDne [llKlnES nnlf. 

For Gunccn sr Gu neons EJ^ltSrt Sr lar inlDrmalinn nnl iDjrtd on tits 9IH lint, Mrlle ID! 

Namco Hom^iek Inc. 

ATTN; Cusloiner Service 

2055 Junction Avenue 

SanJcse, CAQBISI 

BefntE returning any dfieclivt ntalsrials Id vs. piaasa canta«t m jgr a Return Msriclrjiidiea 

Au1hiirl2atliir|Ri^A)nt]niber. TAUcanfaacliiiEaltliaa[lilre$ealiAV4i>rviaj'inail»l 

Sj|ipDn£i9naniTO.cpni. PIsase ndls that my materials seni 1o us witnatil tn HMA itumber will be 

riMii&cil and rBiurnEd. We highly re [Dm mend thai ynu use a IrsctablB ind / or insured method o1 

shipping thf materials tu us. 

f^amcD Online: h1tp;//www.namE;(].com 
Visit our Webslle to get informahon atiaut our new titles. 



LIhillTED WARRANTY 

Narnco Hcnielek Inc. watranlstn the Driginal purclisserltiatllilsHsmirD HDmeteltJnc. game pskaliall 
hetrtetrDmdefetlsIn malertal and wortcmsnalili) lor 9 jieriQd nt ninety [ll}) day^ frnm IIib d^le cif 

purchasa. ItaiJeEa^ cguered fay this I imilsd warranty DtrCur^ duridg tills 5D^d^ limitad w^rtanlj^ p-Bilfld, 
M^mcn HaEiialBlilnE.willrapairdrr«|ilaeath«i[»1ecliv«gainefak at umpanenljiail, at lis option, tree 
di cnai|a. 

TJiis llmllei^ wirraiily d<ie^ nul apijly i1 1tie deleots h^w been eaussd fay naglicpSncB, aeaidanl, 
Uhieasinsbla use, iniidilicstiDn, tamparijig. ar any othar cause ntitrtlaltd ID delactiTe fflaltrtal 
or wufkmaiisliiit. 

LIMITATlDt4S ON WARRANTY 

Any applicahle Im piled uiartanlles of nterchantaDllllif and iltntss Inr 3 ganlcuFar purpise. are hereby 
limiletl te ninety IM'l ifav! Irom the data of nurclisse anil sre subjecl Id llie otnditigns setfurlh herein. 
In lid event stiall Mamco HcuneEek Inc. be liable tar consequential or incidentiit damages resulting tnlnt 
the passasEEDd Or uS4 Di Ihts pf DduCt. 

The pfDvlslansdf ttie limited warranly arevaliilinthe Unllsd Slates only. Some states dti not allow 
llmllation; 0.0 how long an implied 'varr^nty ie5ls,oi exElusion nltoiise*iiJEnti3i«rincldent4 1 damages. 

$0 Ella alcove limit^tinn as aiclusinnmav ndt apply lo yeti. Thi^ limited warranty prtividea you Wtlli 
specitic legal righltx You may Ima dttiar rigDtS Wtlith vary from stale 10 Slalt. 



